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WHAT'S FoR SUPPER? 


inter has just begun, but hunger has always 
been. The first big snow has just fallen, 
promising a long and deeply cold winter. 
‘Tasked by the Harpell family in Longsaddle 
PX with the detivery of The Grimoire of the 
Greedy to Mirabar, your heroes will set out on 
4 day journey north upon the Long Road. 
‘Waiting for them along their path in the trading post town of 
Eswick is a monster that stalks all people in the deepest 
throes of their hunger: The Wendigo. 

This adventure uses a lack of food as a ticking clock. The 
perils that come without a meal - for themselves or the NPCs 
they meet- are key mechanics to play with. Once the party 
‘walks into Eswick, they are hunted by a monster that walks 
among them: the Wendigo has possessed one of the 5 
remaining townspeople. Talk of cannibalism amongst the 
remaining few and whispers of an old legend possessing 
those who take part in it run rampant. 

At the conclusion of this adventure, the party should not 
necessarily know who the Wendigo was it does not transform 
back to its host when killed) As laid out, some of the 
townspeople simply disappear, masking the monster's identity. 
‘The more mistrust and paranoia you can sew, the better. 


THE WENDIGO CALLS 


Whenever the Wendigo takes form, it uses mimicry to 
confuse, distract, and otherwise terrify any potential vietims 
nearby. Attached to the digital version of this story isa set of 
‘audio files to play whenever the monster is around (even if the 
party doesn't know it’s there} It's recommended to record the 
first session, so that you may cut up and playback individual 
characters’ voices later on when the monster attempts to lure 
1 player away to their death, 


The audio files are good for some extra theater, however 
this story can be just as scary ifthe sounds are described by 
the DM. Strange screams, howls, and even human voices can 
be emulated from this ancient monster. When present, these 
sounds should be described as coming from all over town, 
impossible to discern the source. 

Whenever you see the Wendigo Calls block, either play the 
accompanied audio (on top of background music) or describe 
the sounds in detail 

For more details on the main enemy of this campaign, 
please see Part 7: The Wendigo. 


THE GRIMOIRE 


The Grimoire of the Greedy is a collection of a lost wizard's 
spells to create large amounts of food from small quantities of 
dirt. The script is written in mud, and understandable only by 
wizards who have spent a year in deep study of it. 

No one has completed this study yet, and the Harpell's have 
paid the party good money to deliver it in a timely manner. The 


direct threat to its entry point in this world: starvation. 


THE GOODBERRY PROBLEM 


As this story focuses on hunger, quick spells like Goodberry 
can spoil some of the fun, I you use pre-generated characters, 
it is advised to not include spells like it, Your job as the GM is 
to wear the players down. You can claim that in the presence 
of this monster they feel compelled to eat twice their rations, 
or have sped up food spoilage occur - create your own way of 
dealing with their acquisition of any food source! 

Foraging is another activity the players may request, 
however in this adventure winter has just set in, and the 
animals that aren't hibernating are very aware of the 
‘Wendigo's presence, and are actively staying away. 


A Goop REASON TO BE PARANOID 


ach choice comes with a price: the identity 
of the Wendigo is decided entirely by the 
party depending on who they tatk with frst 
in the town of Eswick. This adventure has 2 
separate branches of the story that split 
‘once that choice is made. 


THE RUMBLINGS OF HUNGER 


Every 12 hours that a player goes without food, increase their 
hunger behavior by consulting the Rumblings of Hunger 
table here. If they manage to eat a full meal (not just berries 
and twigs) decrease the value for every meal enjoyed. 
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‘The Rumblings of Hunger 
Psychological distress sets in: the affected begins 

1. hearing animal calls and distant screams constantly, 
they can only rest half as long as they attempt 


Desperation has started: foraging is all they can think 
2 about now, attempting to eat rots twigs, and 
clothing (none of which really help) 


Irritation and ae have set in: whatever the group 
3. has decided to do, this person doesn't want any part 
of it 


Weakness takes hold: all rolls are done with 
disadvantage 
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ParT 1: A MISSED DELIVERY 


‘orthbound on the Long Road after the first 
heavy snows of winter is a scene that many 
have enjoyed and few could forget. The 
party begins their 4 day journey with high 
spirits and full preparations: each has their 
‘own horse (that they should now name), 
thick animal hides over their armor, and 

enough daily rations for the trip. The first day goes smoothly 

‘enough, and their camping gear and clothing keep them warm. 

and secure through the first night. 

Ifanyone stands guard through the night, a man on 
horseback will come racing through very late. He is dressed 
inappropriately in a night shirt and leather pants, and he looks 
scared out of his mind He doesn't notice the party, even if they 
stepped out into the road to greet him. 
es 


DM: mark one day's ration off each player's list ~ and 
again, do not discuss the importance of this. From 
here out, make sure to mark off any rations spent, 
‘emphasizing their daily need for sustenance. 


SO —E—>EEEe—E- C :t(‘(<‘i;« 
THE OVERTURNED WAGONS 


It’s shortly after noon on the second day that the party spots 
the fallen wagons up ahead on the side of the road: one 
hitched to the other, toppled over on their sides. The tug. and 
saddle attached to the front of the lead wagon are empty, and, 
the horses are missing, There are several black arrows 
sticking out of the side facing the road and three of the wheels 
are smashed and broken. No one is inside either wagon, there 
‘are no bodies, but there is rotted, frozen foodstuffs absolutely 
everywhere surrounding the wagons with a scraps trail 

leading off into the winter woods - to follow the trail they must 
dismount. 

just inside the woods, a few fect into the trees, are 2 soldier 
corpses still in uniform, their weapons missing - each one 
stuck to a tree on either side of the path by several black 
‘wooden arrows. The white face of the man closest to the road 
Jooks out over it with a dead stare, seemingly 10 feet tall They 
appear to have been dead for at least 2 weeks; frozen in the 
beginning stages of rot. The trail opens to a clearing, where 
the woods are impassable going forward. A small campsite is 
found here- bedding is in place (no tents, 4 bedrolls) and the 
fire only put out a few hours prior. There are horse bones 
littered among the frozen chunks of meat and vegetable 
‘scraps that blanket the clearing. 

If anything is said or any noise made (and no one is 
‘standing guard near or on the main road) over half of the 
party must suceced on a DC 15 Stealth Check to determine 
‘what happens when the party of 4 goblins return from a 
hunting trip early: 


* On failure, the party is alerted to the goblin presence from 
the sounds of one of their horses being shot and killed by 
several arrows. They are trapped in this clearing, as the 
goblins come from the main road. 
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On success, or if someone is standing guard near or on the 
‘main road, they will see the goblins approaching and gain a 
surprise round in the coming fight. 


The goblins don’t have much on them besides their clothes, 
and very shoddy looking short bows with small black 
homemade arrows. 2 of them however carry very nice looking 
+1 Sabres that can be identified as being taken from the 2 


GoBLIN 
‘Small humanoid (goblinoid), neutral evil 


‘Armor Class 15 (Leather Armor, Shield) 
HitPoints 10 (246+ 3) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
B(-1) 14 (+2) 10(+0) 10 (40) 8(-1) 8(1) 


Skills Stealth +6 
Senses Darkvision 60 Ft, 


Languages Common, Col 
nge 1/4 (50 XP) 


‘Nimble Escape. The goblin can take the Disengage or 
Hide action as a bonus action on each of its turns. 


assive Perception 9 


Actions 


‘Scimitar. Melee Weapon Attack: +4 tohit, reach 5 ft, 
fone target. Hit: (166 + 2) slashing damage. 


‘Shortbow. Ranged Weapon Attack: +4 to hit, reach 

80/320 ft, one target Hit: (146 + 2) piercing 

damage. 
——————— 
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Part 2: A WARM WELCOME 


aylight is fading quickly as our heroes continue 
northward on the Long Road towards Mirabar. 
‘The road is flanked by evergreen trees heavy 
with ice so thick that to stray from the road 
‘would be dangerous. The trees bend inward to 
create a covered tunnel darkening the path more 
so than the approaching evening, 

The party turns a bend to see a long straight stretch of road 
feading up to an open porteullis and wooden guardway several 
hundred feet away. As the gate comes into view a woman, 
Mira, the Breaker's Wife (LN Human Female} can be seen 
running towards the party. She makes it about 100 feet out 
past the gate when she falls to her knees, screaming out, 
"TAKE ME! DON'T TAKE HER TAKE ME*" before collapsing 
{in the road. 

ADC 10 medicine check reveals that she is starved and 
suffering exhaustion, barely alive, Anything less just reveals 
her to be skin and bones and barely breathing. 

‘When the party reaches the gates, they can see a sign 
hitched to the front reading 
ae 


~THE TOWN OF ESWICK - TRADERS WELCOME-~ 


a 


It’s quiet inside, the gray light tinted slightly green by the tal 
trees that surround the trading post. 


Eswick 


If you ask the locals (if there were any around) this town has 
been here since before written record It has served as the 
‘waystation for many a weary traveler, and has all the 
necessary accommodations for life on the road. The town's 
day to day is run by a small outfit of Lord's Alliance guards, 
lead currently by Capt. Lafayette Keyes (LG Human Male) 

‘The captain is large man, with thinning burnt orange hair 
and excellent posture. He is a studied and clever man, but has 
only held his post for the past few months. He's not endured a 
‘winter in Eswick yet. 


1, THE SOUTHERN GATE 


‘This is where the party first arrives. Thick palisades made 
from the trunks of the local evergreens form the walls of 
Eswick. There is a portcullis that is currently open, and just 
inside is the guard's office, a holding cell and a chair. The keys 
for the cell hang on a nail in the southern wall and next to the 
‘entrance is a winch used to raise and lower the gate. ADC 12 
‘Strength Check is required to operate the gate. No one is 
currently standing at the post. 


2. STABLES 


Just beyond the southern gate is a large, single story wooden 
barn used for stabling horses. There's enough room for 30 or 
‘50 animals, Upon entry itis discovered to be entirely empty. 


3. Dr. RUSSELL's CLINIC 
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Due to the slight downward slope cast, one of the first 
buildings visitors to Eswick see is the clinic of Dr Tocralm 
Russell (LG Human Male)-a modest single story house with 
a carefully crafted sign that hangs above the door. 

Dr. Russell, a shorter man with thin spectacles slightly 
askew, is a kind and thorough practitioner of herbalistic and 
surgical medicine. Known for his methodical examinations, 
Dr Russell has found himself able to patch most illnesses and 
injuries, making him a vital member of the town. 

Inside against the north wall are 4 beds with small tables 
beside each, used for the treatment of the sick and dying. A 
‘set of nicely sharpened surgical tools sits next to the last bed. 
‘The south wall itself is used by Dr, Russell for various 
scrawlings -recipes, cures, and detailed anatomical sketches 
take up most of the space. There is a large table with several 
jars of powder, herb, and liquid - however there appear to be 
‘more empty jars (by far) than full 

‘There is a door to Dr. Russell's personal quarters on the 
eastern wall along with a large bookshelf stocked full of 
scrolls and medical writings. A chair sits in front of a recessed. 
hearth where a fire is always going. On the deus next to the 
fireplace stands an open book, titled "Demons of the Wood" 
with various paperwork littered all over the floor and chair 
that contain Dr. Russell's notes on the recent happenings in 
Eswick. 


4. Foop STORAGE 


‘This long, stone single story building houses the shelving and, 
storage necessary to gather each year's harvest and store it for 
the coming winter. 

Upon entry, itis discovered to be entirely empty. 


5. THE SLEEPING TURTLE 


The town's inn and tavern, The Sleeping Turtle, houses a full 
bar, several tables, a stage on the main level and 15 rooms on 
the second level that cost 2GP a night. Each room has 2 beds, 
a closet, dresser, and rug. A single window in each is the only 
source of light. 

‘The innkeeper and bartender, Nadina Enzo (LN Human 
Female) hears every secret and drunken whisper that passes 
through this town. Ifno one occupies the stage on any given 
evening. Nadina will play instrumentals on the upright piano. 


6. CAPTAIN'S OFFICE 


This nice, single story building serves as both the front office 
of Capt. Lafayette Keyes, as well as his personal quarters. 
‘There is a large desk nearest the entrance, with a safe 
‘underneath it that houses the traveler's logs as well as 
‘monetary reserves sent in from the Lord's Alliance. 

2 padded leather chairs sit in front of a large fireplace 
directly behind the desk, with a fully stocked private bar off to 
the side. 

‘There is a small room at the rear of this building that holds 
the captain's quarters, off limits to everyone. 


reed by Wisards Porsoess of the materials used 


‘aun ueeeniate of Wiuneda of the Coast, Gifiennde of tua Cones LAL 


7. Housinc 


‘There are 3 small houses in a row towards the northern end 
of town that are used to house laborers during the warm 
seasons, They are currently empty and dark, save for the last 
‘one, now occupied by Udo the Breaker (LN Human Male) 
and his wife Mira. 


8, THE WELL 


In the fading light, the party can make out a man on his 
knees closer to the northern gate. His back is turned to them, 
his white shirt untucked and blowing in the sharp wind which 
carries his visceral cries to the party. This is Udo the Breaker, 
a guardsmen, who is weeping over the recently dug empty 
grave of his daughter. His wife Mira is the woman who 
collapsed outside of town. 


THE CAPTAIN 


Assmall wooden cover is built into the stone of the town well 
to keep it clear and dry. There is a bucket and rope for use ~ 
and it's available to anyone in town, 


9. THE NoRTHERN GATE 


A mirror of the Southern Gate, complete with portcullis, 
guard post, and holding cell- with a single, important 
difference. 

Secret Paths: There are 2 paths just outside the Northern 
Gate that follow the outer wall of Eswick and cut into the 
woods on both the eastern and western side of town, These 
paths lead to several other secret hatches cut into the 
palisades (by whoever the Wendigo is) surrounding the town, 
aiving entry points to key areas. 

In secret hollows out in the woods, the Wendigo has 
created its killing grounds. It feels safe here, as it's difficult to 
fet to, which make it the ideal place to take a vietim for a 
meal 


10, SOME OF THE MISSING 


Spread throughout town are remains of townsfolk that have 
been killed and eaten by the Wendigo. Anyone within 15 feet 
who meets a DC 13 Passive Perception will notice spots of 
blood next (0 each discarded body part, light permitting. Once 
alerted, a DC 12 Investigation Check is required to find it, as 
it will be frozen over. Each piece shows signs of clawing and 
biting. 

10a: A right hand with the first 2 fingers missing, 

10b: A chunk of sealp with hair 

10c: An eyeball bitten in half 

10d: A femur bone 

10e: Half of a left foot 


11. SEoRET HATCHES EVERYWHERE! 


‘The Wendigo has been busy in the early hours after feeding 
cut through several parts ofthe town’s palisade (and individual 
buildings therein) are a set of secret hatches (denoted by teal 
dots on the map) 

‘The Wendigo used a large Saw, found sitting against the 
‘back of an innocent person's residence (to throw the scent off 
‘who isthe real culprit) A DC 10 Investigation check on any 
hatch will match the sawdust on the edges to that of the save 


THE First SCREAM 


‘The snow covered town of Eswick is completely empty when 
the adventurers first arrive - that is until the wailing of a man 
at the northern end of town breaks the initial silence. 


An audible DING is heard as the large red door to the 
captain's office swings open and Captain Keyes steps out, He 
tucks 2 pipe in his mouth, braces against the wind and strikes 
a light with his match. He stands there (his face only coming 
into view with the glowing ambers of his pipe) for several 
moments before he starts in towards the party. 


Tue Doctor 


As the captain walks over, the doctor comes out of his clinic 
having heard Mira's screams, wearing several thick winter 
layers. He pauses, looking over the newcomers, and begins 
‘walking towards them as soon as he concludes that no one is 
hostile. 

If the party has brought Mira back into Eswick, Dr. Russell's 
sskips all the formality and demands to take her into his clinic 
at once. She's so emaciated that he has no trouble carrying 
her himself, 

If they have left Mira out in the cold, Dr. Russell heads out 
ppast them to collect her, 


AN IMPORTANT DECISION 


The introduction is brief. 

“Good evening to you- I'm Captain Lafayette Keyes and that 
‘man there is my associate Dr, Tolerum Russell - you're in 
Eswick and I can't tell you how lucky you are to be inside 
before nightfall I'l be closing both gates now, and you'll be 
staying here tonight. You may use our stables for your horses, 
and there are accommodations for you at the Sleeping Turtle, 
however you are not allowed to leave until dawn.” There's a 
brief pause as he looks you over, 

“Now, Dr. Russell needs to see to Mira, ifyou have anything, 
to tell him that will help, you will all go speak with him in the 
clinic, otherwise you're all coming with me to get checked into 
town. We don't have much time to get you indoors for the 
‘night and I can't have you scattering and roaming around 
town secing as you just walked in, so make your decision now 

you coming with me or the doctor?" 
$$ 


WHERE THE Story SPLITS 

‘At this stage the party must go either with the 
Captain or the Doctor - no one is allowed to stray. iF 
the party follows the Captain, that means the 
Doctoris the Wendigo and you should continue to 
Part 3a: The Captaris Otherwise, if the 
party follows Dr. Russell, then the Captain is the 
Wendigo and you should continue to Part 3b: The 
Doctor's Lore 
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THE TOWN OF ESWICK 


ParT 3A: THE CAPTAIN'S QUARTERS 


hating the last puffs from his pipe, Capt. Keyes taps 
it out against his foot and adjusts his collar against 
the night wind. "Wait here”, he says simply. He 
consults with Dr. Russell. who then takes Mira into 
his clinic, closing the door behind him - the long. shrill 
‘squeal of half-frazen hinges announces their 
departure. The captain then walks across the frozen 
dirt to Udo the Breaker, leans down and says a few words, and 
then rises again to come back and meet the party: Udo stands, 
‘slumps over to the Northern Gate, and begins lowering its 
portcullis 
‘The captain returns to the party, "Please, join me for brandy 
in my office, we have a few things to discuss before you turn in 
for the evening’. 


AN EVENING WITH AN OFFICER 


The party enters the single story building following Capt. 
Keyes -he has a full bar, a desk with several papers, maps, and 
charts spread across its surface, and a roaring fireplace with 2 
large leather chairs. A locked cabinet sits against one wall - 

{s the town's Munitions Stock and contains 5 +1 Sabres 
(2are currently missing) There is also a locked wooden door - 
his private chambers. 

‘The captain takes his heavy winter coat off -he looks very 
skinny, and very tired. He immediately asks for their names 
and rank to detail in his visitor log, He offers them some 
brandy, as he has no food to give and he's tired of drinking 
well water, 

He explains that 3 weeks prior, their food supply failed to 
arrive, soa scouting party of 2 guards was sent out to 
investigate - they have not yet returned 

Ifthe party took the sabres off the guards bodies from Part 
1 and the Captain can see them, he will ask of a report of what 
they found and to have the sabres back- this will require a DC 
10 Charisma Check. 

If whoever explaining does a bad enough job, hel tell them 
that they're lucky he doesn't lock them up for suspicion of 
‘murder - and then, with a weak laugh, will admit that he'd 
probably pass out from exhaustion if he even tried. 

He goes on to explain that while the initial lack of food was 
bad, on top of that people started disappearing, He pulls a list 
from his desk and reads it aloud: 


* CHEF GARNONDO- her head was found on the floor of 
the food storage area -her body missing -the large meal 
she'd prepared (with the last of the food) was gone 

+ TRAINEE TRUTHCLAW- his uniform found just outside 
the northern gate covered in blood - his body missing but 
his weapons intact 

‘+ BIANCA, the BREAKER'S DAUGHTER- missing entirely, 
‘no trace found - yesterday morning 

+ These, along with 10 other travelers, make up the missing 


He's interrogated everyone stationed in the trading post, 
‘and here's what he's found 


Udo the Breaker has had his trainee and his daughter 
taken from him. He was on duty when they went missing. 
‘When Chef Garnondo was killed he was asleep in his 
housing 
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+ Nadina Enzo was questioned and her rooms checked for 
any of the missing-- their belongings were left behind. 

* Dr. Russell is trying to study local wildlife to see if any 
predators are known for this behavior -he knows more 
about this and the state of the remainsjitems of the 
missing 

* Mira the Breaker's Wife is the local druid -she claims to 
have seen a pair of glowing red eyes deep in the trees, 
‘Once, she heard her own voice repeating a song she was 
‘singing while filling up the bucket at the well When her 
daughter went missing, she stopped eating and drinking 
entirely, and may be lost to starvation soon, 

+ Weve all heard unnatural animal sounds from all around 
the trading post, usually starting early evening and 
continuing through the night 

* Human remains have been found inside the town's walls, 
‘which lead to the evacuation of almost everyone. Nadina 
and others have been spreading rumors of a eanti 
‘our midst 


"SOMETHING IS STALKING Us" 


The captain takes a Jong, exhausted drink of brandy. The 
firelight dances in his eyes as he speaks 


"People only seem to go missing at night, but the noises have 
been heard around town during the day. | can’ tellifthere's a 
‘murdering cannibal still here in town, or some godforsaken 
animal out there that can mimic our sounds. Trust and morale 
isthe lowest it's ever been.” 

"Everyone has been advised to stay inside, door's bolted, and to 
not answer for anybody. Do not be surprised if no one is 
around to help you at night ifyou need it: it's every man for 
hisself now." 


Something is stalking us, and most of us are too exhausted 
and starved to do anything about it” 


‘The captain pauses, looking over the party solemnly before 
asking for food for all the remaining members of town 
currently 5 people Ifthe party refuses to give over the food, he 
warns that they'll be held responsible in the event that 
someone starves to death. 

Hell ask ifthe party has anything of value they/d like him to 
store in the safe -ifthey give him the Grimoire make a note of 
it, he will kep itn his safe, which takes a DC 18 Dexterity 
Check to open. 

He directs the party to the The Sleeping Turtle where 
several rooms are ready for them, explaining that once inside 
they are to stay there if they value their lives. "Do not go 
outside at night, unless you wish to meet a violent end, he 
warns. 
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AVIOLENT END 


Having chosen to speak with the Captain first means that Dr. 
Tolcrum Russell has been possessed by the spirit of The 
‘Wendigo. Having listened to the whispering in the woods, his 
first victims were travelers passing through town, but now 
there's no one left other than those he knows personally. 


Dr, Russell being a man who understands evidence and the 
deduction that can come from it, realized early he needed to 
take his meals elsewhere to not raise any suspicion. 

Feeling stronger than he has in recent memory, he has cut a 
secret hatch in the back of his residence, and another into the 
palisade directly outside. There, several feet into the thick 
‘wood, is one of his killing grounds - currently covered in 
blood and bones collected over the last few weeks. 

He has also cut a path leading from here to the northern 
gate, as appearing to come from outside the town versus 
inside has helped him elude suspicion as others have grown 
increaingly paranoid. 

Itis out there, in this quiet place of death, where an entity 
older than these woods is currently devouring the Mira, the 
Breaker's wife, It's long claws make it hard to hold anything 
steady, 40 t bends over onto all fours, back slanted downward 
towards it’s antleradorned skull using it's razor sharp teeth to 
render meat from bone. 


CONTINUE TO Part 4: THE SECOND NIGHT 
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PART 3B: THE Doctor's LORE 


rabbing Mira from cither out on the road or 
from the party (if they brought her back into 

g town) Dr. Tocralm Russel instantly begins 
asking the party about what checks have been 
performed on her and what data they have 
pertaining to her collapse. 


Did she fall forwards onto her face? Or stop short and 
tumble backward? Did she speak? Did the party give her any 
‘water?...the questions, they come fast and they come with 
purpose. 


Tue Doctor Is IN 


‘The doctor works quickly to get Mira laid up on the first table 
in his clinic, a pot of fresh water with a cloth, and a jar of 
burnt yellow powder next to her. He begins administering 
small spoons of the powder into her opened mouth, taking 
care to spread it around under her tongue and inside her lips. 
He explains that it's a compound he's made from the local 
roots and herbs that will soak into her over the next few 
hours, keeping her alive by providing enough nutrients for her 
to rest, He'll also squeeze small drops of water into her mouth 
between powderings. 

‘The doctor finally takes his winter layers off-he looks very 
skinny, and very tired. He immediately asks ifany of them are 
druidic or arcane practitioners, if anyone is, he takes great 
care to write their names on his wall. He offers them some tea 
from the kettle over his fire, as he has no food (0 give and he's 
tired of drinking well water, 

He explains that 3 weeks prior, their food supply failed to 
arrive, so Capt, Keyes sent a scouting party of 2 guards to 
investigate - they have not yet returned. 

Ithe party took the sabres off the guard's bodies from Part 
1 and the Doctor can see them, he will ask for a report of what 
they found -he demands a thorough breakdown of the scene 
this will require a DC 10 Charisma Check. If whoever 
explaining does a bad enough job, the Doctor will ask them 
point blank ifthey robbed the food supply. 

He writes down the key things they tell him on his wall 
before explaining that while the initial lack of food was bad 
‘enough, on top of that people started disappearing. He points 
‘out the bulleted list on the wall reading them aloud: 


"= CHEF GARNONDO- her head was found on the floor of 
the food storage area -her body missing - the large meal 
she'd prepared (with the last of the food) was gone 

«TRAINEE TRUTHCLAW. his uniform found just outside 
the northern gate covered in blood - his body missing but 
hhis weapons intact 

+ BIANCA, the BREAKER'S DAUGHTER. missing entirely, 
‘no trace found - yesterday morning 

‘These, along with 10 other travelers, make up the missing 


"VE HEARD IT's VOICE" 


The doctor takes a long, exhausted drink of tea. The firelight 
dances in his eyes as he speaks 


"Some say it's an animal but there are none in this area that 
match. Seemingly able to mimic the voices and sounds of it's 
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prey. People only seem to go missing at night, but it's been 
heard around town during the day. When it's around, all sorts of 
‘odd, guttural noises can be heard.” 

“Ihave seen a pair of glowing red eyes deep in the trees, and 
have heard unnatural animal sounds from all around the trading 
post. Once, | heard Mira's voice coming from the woods one 
evening while | was coming back into town from a foraging run, 
and she was telling me to slit her husband Udo's throat. | 
couldn’ pin point where it was coming from, it almost felt like 
it was everywhere.” 


"Everyone has been advised to stay inside, door's bolted, and 
tonot answer for anybody. Do not be surprised if no one is 
around to help you at night if you need it it's every person for 
themselves now.” 


"Something is stalking us- I've heard it's voice - and most of 
usare too exhausted and starved to do anything about it 


While the captain was busy trying to interrogate anyone in 
town about the missing, the doctor has begun compiling 
information to understand the strange sounds coming from 
the woods at night: 


* There are animaltike noises that are happening more 
frequently these nights, getting louder around times when 
people go missing 

‘+ A traveling warlock named Melnod loaned the doctor a 
‘book called "Demons of the Wood "to study as he was new 
to town and had not yet heard the sounds 

+ The next day, seemingly after his first night with the 
‘sounds, Melnod had fled, leaving his book behind ~strange 
‘behavior for a warlock 

+ Udo the Breaker, the guard you saw crying outside, found a 
lange amount of blood and a humans jawbone tucked in 
between the food storage and worker housing, meaning 
someone was killed near the middle of town, 

+ Nadina has reported (and help spread rumors of) a 
possible cannibal in our midst, though it's hard to tellin 
‘winter gear who's fattened and who's not 

+ Mira, the Breaker's Wife is the local druid - she claims to 
have seen a pair of glowing red eyes deep in the trees. 
‘Once, she heard her own voice repeating a song she was 
‘singing while filling up the bucket at the well Once her 
daughter went missing, she stopped eating and drinking 
entirely, and may be lost to starvation soon, 


Policy. Not ayyeowedendorsed by Wieards Portions of ie materials used 


‘ere erenares of Wizards of the Coast, ('Winarda of @e Coeet LLC 


= 


‘The doctor pauses, looking over the party solemnly before 
asking for food for all the remaining members of town - 
currently 5 people. If the party refuses to give over the food he 
‘warns that they'll be held responsible in the event that 
‘someone starves to death. 

He asks if they party has anything in the way of information 
- stories, books, or potions - that could aid the town with their 
position. If they give him the Grimoire make a note of it, he 
will keep it safe in his clinic as long as he's alive. Ifthe 
‘Wendigo gets to him, it will recognize at once the book that 
could keep it asleep forever. The party will find the charred 
remains of the book in the fireplace. 

He directs the party to the The Sleeping Turtle where 
‘several rooms are ready for them, explaining that once inside 
they are to stay there if they value their lives. "Do not go 
outside at night, unless you wish to hear lies spun from the 
woods themselves.” 


COonTINUE TO Part 4: THE SECOND NIGHT 
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Part 4: THE SECOND NIGHT 


verlooking the town with an uncharacteristic 
‘emptiness sits the only 2 story structure in 
Eswick: The Sleeping Turtle. I's 15 rooms all 
sit on the second level and every one of them is 
dark and unoccupied The only light from this 
building comes from the giant fireplace inside 
the main level 

This is the only place in town the party is allowed to sleep 
in, as the other housing is zoned only for the guards or 
‘workers. 


Tue SLEEPING TURTLE 


‘The soft piano can be heard just outside the front door when 
the characters first walk up. It's a sad melody, and on tonight's 
wind, seems to bring a deeper sense of malevolence and fear. 


‘THE TAVERN AND STAGE 


‘The view upon entry is warm and welcoming. To the left 
stands a long bar, stocked with seemingly every liquor of the 
north, To the right, an empty seating area -all benches and 
stools tucked in, A small riser sits at the far end, and from it 
emanates the slow, sad melody known only to Nadina Enzo 
and her family. 

Nadina, a short woman with wiry black hair and sunken 
eyes is shocked when the party enters, not having had guests 
for a little over 2 weeks. She's accommodating and warm, 
offering anything to drink the characters please -only she 
doesn't much care for money these days. The deal she offers 
is 1 ration of food for all the party can drink for the night. If 
none of the players give her food (or they direct her to the 
rations they gave to either the Captain or the Doctor) she'll 
take the money with a sad hand. 

‘The following is what Nadina knows, but which she'll only 
tell ifthe players wive her food or sit and drink with her: 


* After the food shipment didn't come in, the Captain called 
‘a meeting with only those who work in town, and 
explained that the matter needed to stay quict as he didn't 
want all the travelers to be scared off 

+ People didn't notice at first, until a few days or so later 
‘when the last of the food ran out 

For anvinknown reason, no hunting trips have been 
successful -the local wildlife has grown quiet 

+ When the first travelers went missing, everyone assumed 
they'd left. Everyone but Nadina, who found their 
belongings still in their rooms 

+ Dr Russell has been absent more recently, consulting his 
books on focal wildtife and legend to find an explanation 
for the shortage of hunting 

‘+ People started leaving town in a hurry when spots of blood. 
and a human's leg were found against the inner wall ofthe 
Northern Gate 

Since then, there's been growing talk of a cannibal in our 
midst 

Udo the Breaker has always been an arrogant and spiteful 
‘man, Nadina doesn't think he's lost his daughter or his 
trainee, but that he's the one responsible for people going 
missing 
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‘+ Room 3 of the Turtle has had it's door broken from a 
previous tenant - choose any other room 


Each night costs 2GP for the entire party to stay. Again, 
‘Nadina will gladly waive this fee for any food the party can 
spare. 


‘Tue Roos ON THE SECOND FLOOR 


Every room is adorned the same: one medium sized bed, one 
closet, one nightstand, one oil lamp, The exception being 
room 3 which has a secret hatch cut into it. A blade stuck in 
underneath it keeps it closed, above which is etched: 
WENDIGO. When Nadina went around back to check for any 
further evidence, she saw large, deep claw marks against the 
‘outside of this room. Something had tried to get into room 3 
and only a single blade had kept it from doing just that, 


ConTINUE TO Part 4A; Upo AND THE Horses 
iF Dr. TocraL RUSSELL 18 THE WENDIGO 


or 
CONTINUE TO Part 4B: NADINA AND THE 


Horses iF Carr. LarayeTre KEYES 18 THE 
WenpIco 


1x Not aypeurediendorsed by Wizards. Portions uf the materials used 


‘ere nrenarer of Winards of the Const, Gtannda of te Canes LLL 


== 


Part 4A: UDO AND THE HORSES 


hile in his post at the Southern Gate, Udo the 
Breaker sits letting his tears fall when they will 
He stares at the doctor's door with rising anger 
He's noticed the doctor doesnt leave his bed 
PP 0iil long after everyone else has, and that he 
hasn't expressed the same need to eat as the 
rest of them. He's also paid attention to the 
‘captain's denial of anything really wrong. And who can forget 
the lying, gossiping innkeeper? 

It's for this reason that he will turn the party away and back 
to the Sleeping Turtle if they attempt to help him with the 
guard this night. He needs to focus, to watch more carefully 
the four remaining original members of Eswick. 


A DEVASTATING Loss 


Shortly after nightfall the strange animal noises begin again. 
‘They are meant to Serve as a distraction for when the 
‘Wendigo strikes, so they go on for some time. 


THe WeNDIGO CALLS 

Strange animal howls, seemingly from all around the town. 
Every 30 minutes (in game time) a different animal is heard 
screeching, It ends with an unsettling call not from any animal 
known to the party 


wennnnnnnnnnnnnnn deeeeeececeececeece 


‘Sometime in the middle of all these sounds comes a 
particularly odd set of animal noises: those of the horses. 
‘These come on the same wind as the rest, so the party will 
need 10 actively discern that these are real noises versus the 
manifestations. 

Udo the Breaker is shaken out of his thoughts to these 
sounds. He pulls his sabre and runs into the stables. 

What he discovers is pure alarm: all but 2 of the party's 
horses have been slaughtered, and of the two remaining, one 
‘currently lays dying. It's. as he makes it into the stable that he 
sees the second horse being pulled through the window and 
up onto the roof, i's legs smashed and dangling in an 
unnatural way. He yells out and immediately goes to the aid of 
the one dying horse left, 

If the party cannot discern the sounds of their horses, they 
‘ill be told in the morning that Udo is suspected of killing 
them, and that he's currently being detained in the holding cell 
at the Northern Gate. 

Otherwise when the party arrives, he'll desperately try to 
‘explain what happened. Not only is he covered in blood, but 
it'sat this moment that the last remaining horse dies. 

The captain will arrive and, seeing Udo in this position, 
‘assume the worst and pull his sabre, ordering Udo to the cell, 
at the Northern Gate, He cannot be talked out of this action, 
‘and Udo goes freely. 


Tis ts enelcial Fan Costes germitted under the Fan Cor 


Ifanyone attempts to eat the remains of the horses, they 
‘must make a DC 17 Constitution Check or they'll take 144 
Poison Damage and will advance one step on the Rumblings 
‘of Hungers Table, regardless of their current food supply. 
The rot from the Wendigo’s bite has spoiled all of the 
remaining meat. 


A POTENTIAL SIGHTING 


The Wendigo is on the roof, already ripping into and eating 
the horse that it's pulled up. But it knows that someone saw 
its act, and so only sticks around on the roof of the stable for a 
minute. 

If anyone in the party wants to investigate, a DC 10 
Perception Check will reveal scraping sounds on the 
flattened roof of the stables. For anyone who makes this 
check, if they're within visible range they can see the Wendigo 
(NE Undead) - its red eyes locking onto the observer as it 
leaps off the roof ofthe stables and into the frozen woods 
carrying the remains of the horse with it, 

No matter how the party would like, they cannot follow it, 
unless by some means they can discover the hidden path that 
surrounds the city, Even ifthe characters detect the general 
area these sounds are coming from, the gates are closed for 
the night. 

For a little over 3 hours from when the horses are killed, the 
Wendigo feeds. 


THe WeNDIGo CALLS 

Strange animal howls, seemingly from all around the town. 
Every 30 minutes (in game time) a different animal is heard 
screeching. It ends with an unsettling call not from any animal 
known to the party: 


wennannnannnnnann deeeceeeceecececeee 


It’s in the 4th hour that the Wendigo has stalked around the 
town to the back of the Sleeping Turtle (or wherever the party 
{s) Just short of room 3's secret hatch, it wll mimic one of the 
party members, goading them from the woods. 

Afterwards, it's a pleasant evening, 


CONTINUE TO Part 5A: THE LONG MORNING 
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Part 4B: NADINA AND THE HORSES 


arly evening consisted of meeting and 
helping the party to their rooms. By 
midnight, Nadina Enzo finds herself drunk 
at her bar, staring into the fire. She spends 
‘most nights like this, but at least tonight has 
a positive note to it: there are people in her 
rooms again 


A DEVASTATING Loss 


Shortly after nightfall the strange animal noises start up. They 
fare meant to serve as a distraction for when the Wendigo 
strikes, so they go on for some time. 


THe WENDIGO CALLS 

Strange animal howls, seemingly from all around the town. 
Every 30 minutes (in game time) a different animal is heard 
screeching. 


‘Sometime in the middle of all these noises comes a 
particularly odd set of animal sounds: those of the horses. 
‘These come on the same wind as the rest, so the party will 
need to actively discern that these are real noises versus the 
manifestations, 

Nadina Enzo is shaken out of her drunken thoughts to these 
sounds. She pulls a black, twisted dagger from behind the bar 
‘and runs out into the night. She can hear clearly now the cries 
and struggle of the horses, and she runs direetly to the 
stables, no hesitation in her aim, 

‘What she discovers is pure alarm: all but 2 of the party's 
horses have been slaughtered, and of the two remaining. one 
currently lays dying, I's as she runs into the stable that she 
sees the second horse being pulled through the window and 
up onto the roof, i's legs smashed and dangling in an 
unnatural way. She screams out and immediately goes to the 
aid of the one dying horse left. 

If the party cannot discern the sounds of their horses, they 
«will be told in the morning that Nadina is suspected of killing 
them, and that she's currently being detained in the holding 
cell at the Northern Gate. 

Otherwise when the party arrives, she'll desperately try to 
‘explain what happened. Not only is she covered in blood. but 
it’s at this moment that the last remaining horse dies. 

‘Udo the Breaker will come running in from his post - 
explaining his tardiness by the cloth stuck in his ears- and 
‘seeing Nadina in this position, assume the worst and pull his 
sabre, ordering her to the cell at the Northern Gate. He 
‘cannot be talked out of this action, and Nadina goes freely, 
knowing her position doesn't look good. 

Ifanyone attempts to eat the remains of the horses, they 
‘must make a DC 17 Constitution Check or they'l take 144 
Poison Damage and will advance one step on the Rumblings 
of Hungers Table, regardless of their current food supply. 
‘The rot from the Wendigo's bite has spoiled all of the 
‘remaining meat. 


A POTENTIAL SIGHTING 
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‘The Wendigo is on the roof, already ripping into and eating 
the horse that it's pulled up. But it knows that someone saw 
it's act, and so only sticks around on the roof of the stable for a 
minute. 

If anyone in the party wants to investigate, a DC 10 
Perception Check will reveal scraping sounds on the 
fattened roof of the stables. For anyone who makes this 
check, ifthey're within visible range they can see the Wendigo 
(NE Undead) - its red eyes locking onto the observer as it 
Ieaps off the roof of the stables and into the frozen woods 
carrying the remains of the horse with it, 

No matter how the party would like, they cannot follow it, 
unless by some means they can discover the hidden path that 
surrounds the city, Even ifthe characters detect the general 
area these sounds are coming from, the gates are closed for 
the night. 

For a litle over 3 hours from when the horses are killed, the 
Wendigo feeds. 


THe WeNDIGO CALLS 

Strange animal hows, seemingly from all around the town. 
Every 30 minutes (in game time) a diferent animal is heard 
screeching tends with an unsettling call not from any animal 
known to the party: 


wennannannnnnnann 


It's in the 4th hour that the Wendigo has stalked around the 
town to the back of the Sleeping Turtle (or wherever the party 
is) Just short of room 3's secret hatch, it will mimic one of the 
party members, goading them from the woods. 

Afterwards, i's a pleasant evening. 
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Part 5A: THE LONG MORNING 


‘o movement or sounds are present during 
the first morning hours. No one is up early 
in Eswick, due to either hunger or 
transformation after feeding. The only non- 
party member who sees the dawn come is 
Udo the Breaker. Ifanyone in the party 
interrogates him, he'll swear he saw claws 

made of bone or treebark pulling the horse through the 

‘window, And he heard that awful wennnnn-DEEEEEEE 

‘sound above the cracking of bone and window breaking. He 

had his suspicions about the others from Eswick, but now he's 

sure it's something else entirely that is stalking them all 

‘The captain is awake and smoking on his porch at his usual 
late morning hour, He's beginning to hear voices that won't let 
hhim sleep at night, and the hunger pains are so bad he can 
barely muster conversation. 


Tue Hunt 


am truly sory forthe loss of your horses." 
lke to keep Udo locked up during the day to ensure the 

immediate safety of everyone in town. He's been too close to 
the victims as of late, and | just just don't know anymore." 


Now look, most of us were expert hunters and trappers, and 
the game around here used to be abundant. These days, the 
hunger keeps most of us in our beds until the pain forces us to 
overcome our lethargy. The game has mostly run off anyhow - 
Doc thinks it has something to do with whatever’ picking us 
off" 


"it's good to have some fresh blood in the camp to call back 
tomy former behavior - and maybe you've brought alittle luck 
with you as well. Fancy a hunt?” 


Anyone is welcome to join the captain out past the Northern 
Gate and into the morning woods, The rules to the hunt are 
simple: 


+ Every hour that the party is out hunting, the DM will roll 
1420 for every hunter to determine if either a rabbit, 
‘squirrel, raccoon, or crow wander by. On a 15 or higher, 
roll a4 to determine which one appears 

* Only one attack is allowed by those who make the check 
(otherwise the creature will be scared off) and the attacker 
must beat a DC 14 on their attack, duc to the creature's 
small size 

+ Ona hit, the creature is killed (HP 1), and serves as 1 Food 
Ration for 1 character. 


If the players are having trouble catching anything, or the 
“wildlife just ist showing up, have Capt. Keyes explain the 
importance of trapping and patience of hunting. Any traps or 
cleverness the party comes up with will lower the animal 
appearance roll toa 10. 

‘The captain will request to stay out hunting for a minimum 
‘of 4 hours, but a maximum of 6 - it's too cold out and he's too 
hhungry to stay out that long, 
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MELNoD's EARLY DEPARTURE 


While they/re out hunting, the captain will give another key 
piece of information. 

‘Shortly after the noises started and people went missing, a 
spellcaster named Melnod came through town. He checked in 
‘with the captain, wanting to stay a few nights. He claimed he 
had been alerted to the presence of a spirit in these woods, 
something ancient and dangerous. 

Upon further inquiry, Melnod explained that when some 
horrible atrocity is committed - ritual sacrifices, cannibalism, 
and the like - whoever commits these acts opens themselves 
up to possession by this spirit, He was unsure of which spirit 
was here, but he was certain that some terrible thing had 
occurred in Eswick. 

The captain explains that he recommended either Nadina 
Enzo or Dr. Russell to Melnod for help with information 
gathering, He left one of his tomes in the safe, Demons of the 
Wood, stayed in room 3 of the Turtle, 

That night the noises continued to grow louder: When the 
captain awoke the next day and stepped onto his porch for a 
‘smoke, the first thing he saw was Melnod, hastily slapping at 
the reins of his horse on his way out of town. They made brief 
eye contact, and Meinod looked seared. 

‘The captain gave the tome he'd left behind to Dr. Russell 
and that was the last he saw of it. Shortly after, Nadina began 
spreading rumors of a cannibal in Eswick. She thinks that the 
body parts found in town are from the cannibal leaving pieces 
behind when in a hurry. The doctor seems to think it's some 
kind of animal stalking us. 

‘The captain thinks that’s all rubbish, and that Udo has been 
t00 close to several of the missing, including his own child 
The captain is worried that he's responsible for what's 
happening, Regardless of if it’s a cannibal or just an ordinary 
‘murderer, whoever is hunting the townspeople of Eswick is 
‘corporeal: be it man or beast. 


AN ATTACK OF OPPORTUNITY 


At this stage, the good doctor is worried that the people 
around him are starting to suspect him of wrongdoing. But it's 
‘not so much that as itis the hunger - beckoning him to let it 
take him over in the daylight -that he now feels. He eaninot 
keep the spirit at bay any longer, and he exits out the rear of 
his clinic as his bones begin to push his skin outwards. 

Any player who stays behind during the hunt witnesses 
Nadina Enzo screaming and running from the Sleeping Turtle 
being chased by a 7 foot tall monstrosity that is the Wendigo. 
They will all be hunted by it if they do not fight it, as it can 
smell their hearts almost as keenly as it can hear them 
beating. 
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Ifno one stays behind then the Wendigo catches, kills, and 
eats Nadina Enzo right in front of Udo the Breaker. The 
‘Wendigo stares at Udo the entire time it feasts, and Udo 
shrinks tothe back of is cel terrified and trying not to watch. 
‘The Wendigo will throw scattered parts and blood onto Udo 
to both terrify and damn him to look guilty. When the party 
returns to Eswick, they find a blood covered Northern Gate 
entrance with Nadina’ head in the threshold. Udo isin shack 
in his cell inside, also covered in blood and bone. 

Udo cannot speak when the captain starts screaming 
questions at him. Any party member that succeeds on a DC 
15 Investigation Check can see that Udo's hands are mostly 
clean (as is his mouth) and so know that he cannot possibly 
have done this. Otherwise, the captain convinces them that 
‘Udo, the lone guard, would surely know how to get out of his 
own cell and strike at precisely the time when the party was 
away. 

Captain Keyes heads over to Doctor Russel’ clinic and 
begins beating on the door, but to no answer - Russell has just 
made it back into his domicile from the rear secret hatch and 
is currently shrinking back down to his normal size. 


THE TRAP 


‘The captain is worried that the doctor may be dead too, and 
finally nearing the end ofthis nightmare starts to panic. "We 
need a trap!" he finally blurts out. 

In this state, he cannot come up with anything rational, and 
‘asks the party to help him come up with a plan. He will not 
stop hounding them until he is satisfied with the trap that 
they've setup for whatever itis that is hunting them. 

Once he's convinced the plan will work, he goes to his 
quarters and brings back with him a length of chain and 
enough +1 Sabres for the entire party. The bit of chain he 
fashions around the holding cell door of the Northern Gate, 
it. Udo looks up, face covered in Nadina’s blood. His 
eyes go wide as he screams 

"WE ALL DIE HERE TONIGHT! BIANCA! MIRA! WE 
WILL BE TOGETHER AGAIN!" 


ConrTinvE To Part 6A: Tot LONGER NIGHT 
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Part 5B: STRANDED IN ESwWICK 


awn comes and brings with ita set of heavy 
hearts. No one is up early in Eswick, due to 
either hunger or transformation after feeding. 
The only non-party member who sees the dawn 
‘come is Nadina Enzo, who has not slept at all 
Instead, she's used this time to draw a detailed 
‘image into the floor of her cell with a piece of 
‘charcoal: four stick figures, standing at the points of the 
compass, a circle linking them all and a much smaller circle 
in the center which holds a fifth stick figure, holding up a 
beacon, 

On interrogation, she will explain her side of the events 
from the night prior. She listens intently to the sounds each. 
night (before she gets too drunk) taking notes to aid in 
discovering the nature of what this monster is. Shell describe, 
in vivid detail, the horse being pulled through the window -but 
that this was the first time she herself had seen the monster 
that hunts them: it had claws made of bone and treebark, and 
had the stink of the forest on it. 

She claims that some one, not some thing. is responsible 
for all the death, She had a recent customer stay in room 3 -a 
warlock named Metnod - who assured her that only a cannibal 
could be responsible for the evil that had drawn him here. 

‘She does not know anything else at the moment, but tells 
the party to come back and talk to her later after she is freed 
of these ridiculous charges. She pulls a thin copper wire from 
her sleeve and, stretching it in front of her eyes, she begins to 
chant. The wire begins to glow and her eyes roll back into her 
hhead, Nothing more can be gained from talking with her. 


PLANNING THE RITUAL 


The clinic door will open up, and Dr. Russell will step out with 
his morning tea, Upon sight of the party, he will anxiously 
signal them over and convey his sadness for the loss of their 
horses: Udo left a note on his door explaining what had 
happened, and he went and saw the aftermath himself. 

There, sitting up by the fire with tea in hand is Mira, the 
Breaker's Wife. Dr, Russell explains that while she's up, she's 
very weak still from malnourishment. She waves this away 
‘and tells the party that there is no time to waste: a monster 
has positioned itself to feed of the town and if tis not 
dispatched tonight, it may never be. 

She will explain that she's just received a message from 
Nadina Enzo, telling her that they must draw this monster out 
of hiding and into Eswick, so that they may destroy it. To do 
this, the party must collect 2 items: a single holly berry and a 
pound of rock salt. 

‘She explains that not too far north of the town isa hill that 
overlooks the 3 valleys, and at the top is a holly tree. Only one 
berry needs to be picked, but care must be taken not to crush 
‘or break it in any way. They must get it back to her by midday 
at the latest, or there will not be enough time to begin the 
rittial No leaves, no branches, only a single holly berry is 
required 

Dr, Russell will detail on his wall the locations of the Salt 
Mines - due east of town, deep in the forest. The rocks are 
‘encrusted with a pink hue, and about 10 of them should 
‘suffice to equal out the pound needed. Again - these need to be 
back by midday to complete the ritual 


TIME Is RUNNING OUT 


Since the doctor shouldn't really interact with the players until 
mid morning, there's no time for the whole party to do both 
collection runs as a single unit. If they don't split up or they 
only get one item, when they return the Doctor and Mira are 
dead. there is no sign of the captain or Udo, and Nadina is, 
killed once the players are back within Eswick’s walls, 

Ifthe party decides to split up, the DM will roll a secret roll 
to determine which party will be attacked by 4 wolves. 


WOLF 
Medium beast, unaligned 


‘Armor Class 13 (Natural Armor) 
HitPoints 11 (248+2) 
Speed 40 ft 


STR DEX CON INT WIS CHA 
12 (+1) 15(+2) 12 (+1) 34) 12 (41) 6 (2) 


Skills Perception +3, Stealth +4 
Senses Passive Perception 13 
Challenge 1/4 (50 XP) 


| 


Keen ‘and Smell The wolf has advantage on 
Wisdom (Perception) checks that rely on hearing or 
smell. 


Pack Tactics. The wolf has advantage on an attack roll 
against a creature if at least one of the wolt's allies is 
within 5 ft. of the creature and the ally isn't 
incapacitated. 


Actions 


Bite. Melee Weapon Attack: +4 to hit, reach 5 ft, one 
target. Hit: (244+ 2) piercing damage. Ifthe target is 
acreature, it must succeed ona DC 11 Strength 
saving throw or be knocked prone 

EE 


Dr. Russell needs to go and collect any food that he ean for the 
remaining townsfolk (by gathering local nuts and berries) and 
0 he will split off by himself to cover that, It's up to the party 
to gather the ritual's supplies. 

‘One oF both missions to gather the ritual’s supplies could 
fail, which will be detailed in section 6B: The Third Night. 
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A SPOILED MEAL 


One party will be selected by fate to face off against the 
‘wolves, so the other party should be given a physical challenge 
on their gathering run. 

Whoever ends tp going against the wolves will have to face 
them after collecting what they came for Upon beating the 
wolves, a large Dire Bear should show up after smelling the 
spilled blood in the forest. I's not eaten enough to hibernate, 
and so is only after the fallen wolves (or party members) to eat 
nd will only engage the party ifthey attempt to take its food. 

‘This is not meant to be a second fight, i's meant to keep the 
party from attaining any large food source for the town. 


THE HOLLy TREE 


About an hour's walk north of town is a hill that overlooks 
‘most of the local area. The scene from on top is 
breathtakingly beautiful. and right at the peak. in an almost 
perfect placement, is alone, tall holly tree. There are berries 
all throughout its branches, however the first one reachable is 
20 feet off the ground. It will ake a DC 14 Strength Check to 
climb the first 10 feet, followed by another to climb the second 
set, as the lower tree is overrun with spiny leaves that must be 
avoided. 

Ifthe holly party gets the roll for the wolves, they will 
appear surrounding the tree right as whoever climbed it grabs 
the first berry. 

If they do not, the peril should be that the tree bends out 
over the side of the hill and that failed strength check will 
cause the adventurer to fall an additional 20 feet down the 
side ofthe hill taking 146 damage for every 10 feet fallen, 
‘and will have to try again. 

The tree is covered with berries and the party is welcome to 
‘as many as they can carry. If anyone eats them without 
passing a DC 12 Nature Check they will take 144 poisoning 
damage and be poisoned for the next hour after vomiting. 
‘They will advance one step on the Rumblings of Hungers 
‘Table, regardless of their current food supply. 


Tue SALT MINES 


‘About an hour's walk east of town into the deep forest lies the 
salt mine pointed out by Dr: Russell 

Ifthe salt party gets the roll for the wolves, the mine is 
relatively shallow and very easy to retrieve the salt from: a DC 
10 Strength Check will suffice to break off 1 rock of the 10 
needed, Upon leaving the mines, the wolves will come and 
‘surround the party at the entrance. Again, the dire bear will 
appear after the wolves have been killed to take it's easy meal, 

If they do not, the peril will be that the mines are 20 feet 
deep, and due to the smooth rock that makes up the main 
‘shaft of it, a DC 14 Strength Check is required for every 10 
feet of climbing down to where the rocks are taking 146 
‘damage for every 10 feet fallen. Not only must they be mined 
there, but they'll need to be transported back up, and the party 
needs to climb back out as well 


ContTINvE To Part 6B: THe Turrp NicHT 


Dire BEAR 
Large beast, unaligned 


‘Armor Class 17 (natural armor) 
Hit Points 125 (10410 + 70) 
Speed 40 ft, climb 40 ft. 


STR DEX CON INT WIS CHA 
22 (+6) 12(+1) 20(+5) 3(-4) 15 (+2) 7(-2) 


Skills Athletics +9, Perception +5 
Senses Passive Perception 15 


Challenge & (2,300 XP) 


Endurance. The bear has advantage on Constitution 
saving throws against exhaustion 


The bear gains 2 extra hit points per hit die 
{included in the hit point total) 


Keen Smell. The bear has advantage on Wisdom 
(Perception) checks that rely on smell. 


Actions 


‘Multiattack. The bear makes three attacks: one with 
its bite and two with its claws. 


Bite. Melee Weapon Attack: +9 to hit, reach 5 ft, one 
target. Hit: 10 (1d8 + 6) piercing damage. If the 
target is a Large or smaller creature, itis grappled 
(escape DC 20). Until this grapple ends, the bear 
can't bite another target 


‘Claw. Melee Weapon Attack: +9 to hit, reach 5 ft, 
one target. Hit: 13 (2d6 + 6) slashing damage. A 
creature that is hit with two claw attacks in the same 
tum takes an extra 16 (246 + 9) slashing damage. 
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Part 6A: THE LONGER NIGHT 


‘an ambush position, every minute that passes by 
can feel like an hour. Grey skies takeover the 
‘midafternoon sun and turn the world into a 
depressing mist of snow and sleet. The party should 
have completed whatever trap settings they need and 
have gotten into whatever hiding places by early 
evening, Captain Keyes is so tired and hungry that 

he's almost in a dream -his body feeling dangerously light and 

his eyesight swimming in and out of focus. He tightens the 
grip on his blade and readies his last attack. 

It's at this moment when the unexpected happens: Doctor 
‘Tocralm Russell approaches the Southern Gate and. ifno one 
lowered it, walks right through. If i's lowered, he stands at it 
yelling and banging on it- something the captain worries will 
spoil their trap - until someone comes and let's him in. 

He looks euphoric and has much more energy than he 
seemingly should (given everyone's starving state) Ifasked 
Where he's been, he'll exclaim that he's found a walnut and 
Roosefoot seed haven out in the woods, and that they'll not 
need to worry about food again! 


THE POISONED WOLVES 


In the middle of the doctor's exclamations, 3 Wolves race into 
the town from behind him. Their paws and mouths covered in 
caked and dried blood, their eyes dilated to their fullest. They 
‘move in a drunken fashion, attacking whoever let the doctor 
in, Dr, Russell turns, sees these creatures, and runs. Ifany 
party member is alone and calls at him, he will attempt to hure 
them into the killing ground by taking them through one of the 
‘secret hatches cut into the palisade. Ifthere are more than 
fone that call out to him, he continues to run and disappears 
behind the Captain's Office. He exits using one of the secret 
hatches and unless a party member follows closely, he'll be 
gone, the wall closed up behind him. 

Udo begins screaming from the cell at the Northern Gate, 
"TIS HERE! IT IS HERE TO FINISH US ALLY 

‘The wolves are poisoned and have slipped into a madness 
after finding and eating the rotten remains in the Wendigo's 
kalling ground. Any player that attempts to eat the wolves will 
sulfer 144 poison damage anid move up on the Rumblings of 
‘Hunger table. 

‘Udo continues to scream -he should do so at least twice 
during each round of the fight - until after the second wolf has 
died. It's during this time that the doctor, now out into the 
‘woods again, lets his eyes burn red as he stares up at the 
‘moontight, skin stretching and bones breaking outward Now 
in Wendigo form, he begins stalking towards the holding cell, 
at the Northern Gate, 

AAs the second wolf s killed. the Wendiigo tears open the 
‘secret hatch in the back of the cell -something Udo didn't 
‘know about until this moment, and is caught quite off guard 
‘by-and rips him out of it. He dies while his body is being 
dragged around the northern corner of the town as the 
‘Wendigo brings him to its killing ground. The hatch in the 
cell stays swung open. 


After the fight, any player that rolls a DC 13 Investigation 
Check on the wolves will sce that they've tracked blood in 
from outside the town, and on following the trail will lead 
them directly to where many in this remote town have met 


their endings, 


WoLF 
‘Medium beast, unaligned 


‘Armor Class 13 (Natural Armor) 
HitPoints 11 (2d8+2) 
Speed 40 ft. 


STR DEX CON INT WIS CHA 
12 (+1) 15 (+2) 12 (+1) 3 (4) 12 (41) 66-2) 


Skills Perception +3, Stealth +4 
Senses Passive Perception 13 
Challenge 1/4 (50 XP) 


| 


Keen ‘and Smell. The wolf has advantage on 
Wisdom (Perception checks that relyon hearing or 
smell 


Pack Tactics. The wolf has advantage on an attack roll 
against a creature if at least one of the wolf's alles is 
within 5 ft. of the creature and the aly isn't 
incapacitated. 


Actions 

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft, one 

target. Hit: (244 + 2) piercing damage. Ifthe target is 

creature, it must succeed on a DC 11 Strength 

saving throw or be knocked prone 
es 
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On BLoopy GrounD 


As the Wendigo feasts on Udo, i's noises will be louder than 
ever, as i's hunger has grown to an unquenchable level 


THE WENDIGO CaLLs 
wennnnnnnnnnannnn de 


The doctor is no longer - only the Wendigo is here now. It eats 
0 voraciously that it only takes 90 minutes fr it to consume 
Udo. 

‘The party should find the hidden path around the town 
now, either through the open hatch in Udo's cell or the wolves! 
bloody prints. If they do, and do so while the Wendigo is still 
cating, they will eventually be lead to the killing ground 
where the Wendigo could possibly be surprised 

If they do not find the path in time (or at all) it will finish it's 
‘meal, then focus attention back on the party. It will hunt them 
all night, using mimicry to lure them out into isolation. If 
anyone has the Grimoire, the Wendigo will atively hunt them 
first. 

I the party survives and comes up with a clever way to get 
to Mirabar (2 days horse ride away) then they survive and win 
the adventure. If they cannot make it outside of town.. 


ConTINvE TO Part 8: HUNGER PAINS 
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Part 6B: THE THIRD NIGHT 


rey skies takeover the midafternoon sun and 
turn the world into a depressing mist of snow 

2 and sleet as the first party returns from their 
ritual gathering mission. Ifthe party didn't split 
‘up or get both items, the town is empty (besides 
‘Nadina, who is killed in front of them by the 
Wendigo) sometime after they return. See Part 

7: The Wendigo for it’s details. 

Otherwise they'll find Captain Keyes and Udo the Breaker 
in a heated screaming match outside of the Northern Gate's 
holding cell: Nadina Enzo is nowhere to be found, the cell 
door still closed and locked, the keys in place on the hook in 
the wall 


AN AcT OF TREACHERY 


Captain Keyes, whose hunger is already gnawing at him again 
beckoning him to HUNT and KILL and EAT - will seize an 
opportunity where he's got it: when both parties have returned 
to town, he will order them into his quarters to discuss his 
plan of action, Dr. Russell will be waiting on his stoop for 
them as well, beckoning them to his clinic, They may choose 
‘one or the other, or do both. 

If they go to the captain's quarters, Udo will be there when 
they arrive. Hell ask that the entire party split up into 
individuals to find and re-capture Nadina. He'll claim that he 
‘and Udo have already searched the town to no avail One 
person is to go and search the woods 100 feet outside of the 
Southern Gate, another 100 feet outside the Northern Gate, 
another 100 feet deep into the eastern woods, etc. 

‘As nightfall quickly descends onto the town, he plans on 
hunting each individual member of the party separately where 
his odds of a kill are almost assured. He is persuasive, and if 
anyone questions his motives, he can always fall back on 
"protecting those in town who do not murder people or horses 
for food" 

Regardless of whether the party accepts or dectines, he'll 
order Udo out into the woods along with him to search. This 
will be the last the party sees of either of them. 


PREPARATION FOR THE END 


Mira the Breaker’s Wife and Dr, Russell are waiting in the 
clinic for the party to return with supplies. Upon entering, she 
‘claims that she's received another message from Nadina, but 
that they must give her the holly berry to receive it I they do, 
‘she'l tell them that Nadina is hiding out in the empty middle 
housing unit, and that they must bring the berry around and 
through the unlocked back door to meet her. 

Dr. Russell tells them to come back to his clinic before the 
ritual fora surprise: using the salt. along with the poisoned 
remains of the party's horses, Dr. Russell will present to them 
a tray of 3 homemade grenades. Each grenade, which only 
nieeds to be thrown (or dropped! in order to explode will do7 
points of fire damage that is halved with a successful DC 15 
Dexterity Save. The explosion happens in a 15 foot radius, so 
‘anyone in it must make the save. 


Tis ts enelcial Fan Contest germitted under the Fan Cor 


‘The grenades are fist sized balls wrapped in horsehide, 
with long, black tail hairs sticking out of the top, He explains 
that the poison left from the the horse's attacker makes for a 
perfectly volatile concoction. 


Tue RITUAL OF YMRGAROR 


When nightfall comes, the noises become louder than ever, 
‘The captain is no longer -only the Wendigo is here now and 
it's hunger has grown to an unquenchable level. Nadina is 
going over a freshly drawn version of the Ritual of Ymrgardr 
‘on the second floor of the empty worker quarters. When the 
party arrives, she begins explaining everything she can, 
ignoring all formality and greeting, 


MELNopD's EarLy DEPARTURE 


‘Shortly after the noises started and people went missing. a 
warlock named Melnod came through town, He checked into 
the Sleeping Turtle, wanting to stay a few nights, He claimed 
he had been alerted to the presence of a spirit in these woo 
something ancient and dangerous. 

Upon further inquiry, Melnod explained that when some 
horrible atrocity is committed -ritual sacrifices, cannibalism, 
and the like - whoever commits these acts opens themselves 
up to possession by this spirit, Nadina explained that not only 
had people started disappearing, but that body parts with 
teeth and claw marks were being found within the town walls, 
pointing to either an animal that could somehow sneak into 
and out of town with the gates closed, or, a murderer who was, 
ceating their victims - Melnod seemed to agree it was the latter. 

‘That night the noises continued to grow louder. When 
Nadina awoke the next day and walked out of the Turtle to 
begin the day's preparations, the first thing she saw was 
Melnod, hastily slapping at the reins of his horse on his way 
out of town. They made brief eye contact, and Melnod looked 
seared. 

‘She checked his room, that was room 3, and found an 
etching on the wall with a blade stuck in underneath 
WENDIGO. Upon investigation, the blade was holding a 
secret hatchway closed When she went around back to check 
for any further evidence, she saw large, deep claw marks 
against the outside of his room. Something had tried to get 
into room 3. 
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THE RITUAL 


She explains that the ritual takes 5 people to complete, and 
‘hile Mira the Breaker's Wife is weak, Nadina believes she 
can survive long enough to complete itifshe must. Otherwise 
she is to stay in the clini with Dr. Russell who will protect 
them both from this monster 

Depending on the party size, she will request for a number 
of volunteers, without them, the ritual cannot be completed 
Each member is to stand at one cardinal direction while a 
path of fire connects each in an outer ring. She explains that 
the good doctor has just the flammable powder for tonight's 

In the center is where she will stand. reciting the 
incantation surrounded in a smaller circle of fire. Holding the 
holly berry and infusing it with power, they will draw the 
monster out of hiding and directly into the circle, where they 
will have the upper hand in destroying it. 

‘The ritual is to begin immediately: The doctor is already 
tracing a large circle with white powder in a 50 foot radius at 
the center of Eswick. After the inner circle is completed. he 
‘wishes the party members all the luck in the world. He admits 
that he's too weak to be of any good, but will do his best ro aid 
those that have fallen if they are successful 

‘When Nadina starts the ritual, the noises stop. silence fills 
the town, the only noise is a slight breeze and her chanting. A 
wooden creak can be heard (from the direction ofthe killing 
round) and the party is witness to the Wendigo, who walks 
enchanted through the fire and into the inner eicle, She 
hands it the berry, and as it raises it to its mouth to eat, she 
cries out into the night 

“IT IS THE WENDIGO! THE MURDERER AND. 
CANNIBAL WHO STALKS AMONG US DISGUISED IN 
‘SKIN! SEND IT BACK TO THE EARTH AS DUST AND 
BONE TO HUNGER NEVERMORE!” 


On BLoopy GRouND 


‘The Wendigo will only face a group ifit's absolutely necessary, 
‘and once the ritual is broken it will be freed of its 
enchantment, full of hatred and hunger. If anyone has the 
Grimoire with them in this fight, the Wendigo will be drawn to 
them. 

‘See Part 7: The Wendigo for it's methods and stats, and 
‘see Appendix A: Key Characters for Nadina's stats, as she'll 
bie in the fight (and can be run by either the DM or a character 
‘who's died along the way) 

Ifthe party survives and comes up with a clever way to get 
to Mirabar (2 days horse ride away) then they survive and win 
the adventure. Ifthey eannot make it outside of town... 


ConrTINvE TO Part 8: HUNGER PAINS 
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PART 7: THE WENDIGO 


nly when tribesmen are isolated in their homes, 
trapped by the deep snows and treacherous 
‘cold, and the scarcity of food seeps into the 
soul, does the ravenous nature of the Wendigo 
begin to take hold. 


This adventure's Wendigo is particularly dangerous, in that 
it only comes out - stretching the limbs and tearing the skin of 
the human body it hosts - when it needs to feed or when 
threatened. The rest of the time the spirit lays quiet, 
whispering madness to it's host to keep it's existence a secret. 

After the Wendigo’s appearance, the human host must rest 
for 6 hours while their skin pulls back against their well fed 
bones, 

Itwill be pouring snow whenever the party faces this 
monster, 


————————————— 


"There is a curse that dwells in these mountains.. 
Should any resort to cannibalism in this realm, the 
spirit of the Wendigo shall be loosed unto them... - 
‘Adwyn of Mirabar 


Artwork by KingOvRats - deviantart.com/kingovrats 
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WENDIGO 


‘Medium monstrosity, chaotic evil 


‘Armor Class 16 (natural armor) 
Hit Points 105 (16d8 + 32) 
Speed 40 ft 


STR DEX CON INT WIS CHA 
15 (+2) 17 (+3) 14 (42) 11 (40) 10 (+0) 16 (+3) 


Damage Vulnerabilities Fire 
Damage Resistances Necrotic 

Damage Immunities Cold, Poison 

Condition immunities Charmed, Exhaustion, Poisoned 
Senses Darkvision 60 ft, Passive Perception 10 


Languages any on language (usually Common) 
snge 3 (700 XP) 


‘Ambusher. The wendigo has advantage on attack rolls 
against any creature it has surprised. 


‘Mimicry. The wendigo can mimic any sounds it has 
heard, including voices. A creature that hears the 
sounds can tell they are imitations with a successful 
DC 14 Wisdom (Insight) check 

Pounce: f the wendigo moves at least 20 feet 
straight toward a creature and then hits it with a claw 
attack on the same turn, that target must succeed on 
DC 13 Strength saving throw or be knocked prone. 
if the target is prone, the wendigo can make one bite 
attack against it as a bonus action. 


‘Masks of the Wild. The wendigo can attempt to hide 
even when itis only lightly obscured by foliage, 
heavy rain, fling show, mist, or ther natural 
phenomena 


Actions 


‘Multiattack. The wendigo makes two attacks: one 
with its bite and one with its claws. 


Bite, Melee Weapon Attack: +5 tohit, reach 5 ft, one 
target. Hit: 12 (2d8 + 3) piercing damage. On ahit, 
the target must succeed on a DC 13 Constitution 
saving throw or take an additional 9 (248) necrotic. 
damage. 


‘Claws Melee Weapon Attack: +5 to hit, reach 5 ft, 
one target. Hit: 10 (26 + 3) slashing damage. 
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PART 8: HUNGER PAINS 


aking up this morning is painfully stow. Itis a 
grey day, colder than the last and a sure omen 
‘of what's to come. A steady stream of snow is 
falling, fat and wet. It has been a few days since 
PY the battle, and there is no more food left. 


Everyone left has expired; starved to death. The party are 
the only ones left, and the nearest town is their destination: 
Mirabar, 2 days horse ride away. Too hungry and tired. they've 
rested but have dramatically weakened. 

‘The party cannot rest these days, as each night whispers 
from the woods come into their heads. Whispers of hunger 
‘and need, to find something, someone, to kill To eat. To Kill 
To Eat, 

Each party member reports secing red eyes in their dreams, 
Unwavering, cold red eyes. Accompanied by thoughts of how 
to ensnare your fellow party members and rip them to pieces. 
And eating. Always are you eating at them. 


THe WeNDIGO CaLts 


wennannnnnnnannnn 


tis then that a family of 4 arrives, on foot. The father is 
injured, propped up by his eldest, a boy of barely 12 The 
mother tends to her very young child, though she looks 
exhausted. They tell you of a robbery on the road Goblins in 
the night. That they've walked for 2 days to get here, no food. 
‘and now no water 


THE WeNDIGO CALLS 
wennnnnnnnnnnnnnn deeceecececeececece 


Have everyone roll a Constitution Check - the lowest is 
‘chosen, let's call them, W. That character, W, welcomes the 
family into the clinic, directing them to each lay on an 
examination table. The others in the party question what itis 
that W is doing, but they are only met with a cold stare. 

“I'm helping our guests get prepared for dinner, get the 
‘water boiling, won't you?" 


THe WENDIGO CALLS 


wennrvinnnnnnnnnnn deeeeeeecececeeeece g00000000 
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APPENDIX A: KEY CHARACTERS 


ach of the following NPCs has advanced to 
the last stage found on the Rumblings of 
Hunger table, making them easy prey. 


MIRA THE BREAKER'S WIFE 
Medium human, Neutral Good 


‘Armor Class 11 (16 With Barkskin) 
Hit Points 27 (548+5) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
10 (+0) 12 (+1) 13 (+1) 12 (+1) 15 (+2) 11 (+0) 


Skills Medicine +4, Nature +3, Perception +4 
Senses Passive Perception 14 
Languages Druidic Plus Any Two Languages 


Mira the Breaker's Wife is a 4th-level 
spellcaster. Her spellcasting ability is Wisdom (spell 
save DC 12, +4 to hit with spell attacks), She has the 
following druid spells prepared: 


+ Cantrips (at will): Druidcraft, Produce Flame, 
Shillelagh 

+ Ist level (4 slots): Entangle, Longstrider, Speak with 
Animals, Thunderwave 


+ 2nd level (3 slots): Animal Messenger, Barkskin 
Actions 
(Quarterstaff Melee Weapon Attack: +2 tohit, reach 5 
ff, (+4 with shillelagh), one target. Hit: (146) 
bludgeoning damage plus (148 + 2) bludgeoning 
damage. Or with shillelagh or if wielded with two 
hands. 
es 


UDO THE BREAKER 


Medium human, Neutral Good 


‘Armor Class 18 (Chain Mail, Shield) 
Hit Points 58 (9d8 + 18) 
Speed 30ft 


STR DEX CON INT WIS CHA 
16 (+3) 11 (+0) 14 (+2) 15 (42) 11 (+0) 11 (40) 


Throws CON +5 
Stistcana +5. Athetcs +6 
Senses Passive Perception 10 
Languages Any two languages (usually Common) 


Actions 


‘Multiattack. The eldritch knight makes two melee 
attacks. 


+1 Sabre Melee Weapon Attack: +6 to hit, reach $ 
fe, one target. Hit: 7 (148 + 3) slashing damage or 8 
(1410 + 3) slashing damage if used with two hands. 
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‘Armor Class 17 
HitPoints 58(9d8+ 18) 
Speed 30 ft, 


STR DEX CON INT WIS CHA 
16 (+3) 13 (+1) 14(+2) 10(0) 11(0) 10(0) 


Skills Perception +2, Athletics +5 
Senses Passive Perception 12 


‘Multiattack, The Captain makes 2 Sabre attacks 


+1 Sabre. Melee Weapon Attack: +6 to hit, reach 5 
ft, one target. Hit: 7 (148 + 3) slashing damage or 8 
(1410 + 3) slashing damage if used with two hands 


Dr. TocraLM RussELL 
Medium Human, Neutral Good 


‘Armor Class 12 
Hit Points 40 (98) 
Speed 30 ft. 


STR DEX CON INT WIS CHA 
9 (1) 14 (+2) 11 (0) 17 3) 12(41) 110) 


‘Saving Throws int +6, Wis +4 
Skills History +6, Arcana +6 
‘Senses Passive Perception 11 
Languages Any Four Languages 


Dr. Russell is a 4th-level spelicaster. His spelicasting 
ability is Intelligence (spell save DC 12, +4 to hit 
With spell attacks) He has the following spells 
prepared: 


CCantrips (at will: Fire Bolt, Light, Mage Hand, 


Prestidigitation 


1st level (4 slots): Detect Magic, Mage Armor, Magic 
Missile, Shield 


2nd level (3 slots): Misty Step, Suggestion 
Actions 


Melee or Ranged Weapon Attack: +2 to hit, 
ft. or range 20/60 ft., one target. Hit: 4 (1d4 
damage 
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Nanna ENZO 


Hit Points 36 (848) 
Speed 40 ft 


STR DEX CON INT WIS CHA 
16 (+3) 17 (+3) 10 (+0) 11 (+0) 10 (+0) 16 (+3) 


Senses Darkvision 60 ft, Passive Perception 10 
Languages Common 


Nadina is a 4th-level spellcaster. Her spelicasting 
ability is Intelligence (spell save DC 12, +4 tohit 
with spell attacks). She has the following spells 
prepared: 

Cantrips (at will Produce Flame, Mending, Message, 
Acid Splash 


‘st level (4 slots): Detect Magic, Mage Armor, Hex, 
Unseen Servant 


2nd level (3 slots): Misty Step, Animal Messenger 
Actions 


‘Multiattack. Nadina makes 2 attacks with her claws, 
or 1 stack with her dagger and another with her 
claws 


Dagger Melee or Ranged Weapon Attack: +2 to hit 
reach 5 ft. or range 20/60 ft, one target. Hit: 4 (144 


+ 2) piercing damage. 
‘Claws Melee Weapon Attack: +5 to hit, reach 5 ft, 
cone target. Hit: 6 (146 + 3) slashing damage. 
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